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(57) The present invention is a method for evaluat- 
ing a player's award in a game wherein one symbol of 
the gaming device changes into another. In one embod- 
iment, the present invention provides all awards for pre- 
determined symbols and combinations thereof, includ- 
ing winning combinations produced by a wild symbol. In 
a second step, the game awards all awards for prede- 
termined symbols and combinations thereof produced 
after the wild symbol has changed one or more non-wild 
symbols to a wild symbol. This step includes awarding 
the player for combinations previously awarded in the 
first step, which may or may not have been the result of 
the wild symbol. 



FIG.IA 



lOa 




5/4/05, EAST Version: 2.0.1.4 



(Cont. next page) 



EP1 197 932 A2 




5/4/05, EAST version: 2.0.1.4 



1 EP 1 197 932 A2 2 



Description 

COPYRIGHT NOTICE 

[0001] A portion of the disclosure of this patent docu- 
ment contains or may contain material which is subject 
to copyright protection. The copyright owner has no ob- 
jection to the photocopy reproduction by anyone of the 
patent document or the patent disclosure in exactly the 
form it appears in any Patent and Trademark Office pat- 
ent file or records, but otherwise reserves all copyright 
rights whatsoever. 

DESCRIPTION 

[0002] The present invention relates in general to a 
gaming device, and more particularly to a gaming device 
having a wildcard symbol that affects other symbols in 
a same row, column or set as said wild card symbol, and 
wherein the game exercises two evaluations in deter- 
mining the player's award. 

BACKGROUND OF THE INVENTION 

[0003] It Is well known in the gaming industry to re- 
place one symbol for another. In video poker, for exam- 
ple, the player discards unwanted cards (or symbols) 
and keeps desired cards (or symbols). Another well 
known concept related to symbol changing is the wild- 
card or wild symbol. A conventional wild symbol normal- 
ly operates to stand for each and every non-wild symbol 
of the game, so that the wild symbol produces any win 
that each non-wild symbol or each combination having 
that non-wild symbol produces, wherein the combina- 
tion is created in conjunction with other non-wild sym- 
bols. 

[0004] Referring to Figs. 3A through 3C, three 

screens of a central display device 30 (described in Figs. 
1 A and 1 B) illustrate the known operation of a wild sym- 
bol. Screen 30 of Fig. 3A illustrates a wild symbol "W", 
a heart and a cherry on one payline or one row of sym- 
bols of a slot machine gaming device. If the only non- 
wild symbols that the game Includes are the heart and 
the cherry, then screens 30 of Figs. 3B and 30 illustrate 
the complete effect of the wild symbol "W". Screen 30 
of Fig. 3B figuratively illustrates that the wild symbol 
stands for or in the place of a heart symbol on the payline 
or row of symbols. Screen 30 of Fig. 3C figuratively il- 
lustrates that the wild symbol stands for or in the place 
of the cherry symbol on the payline or row of symbols. 
[0005] It is also known to provide a gaming device that 
changes one or more non-wild symbols into a wild sym- 
bol, whereafter the changed wild symbol stands for each 
and every non-wild symbol of the game. For example, 
in a base game of a gaming device having a plurality of 
reels and displaying a plurality of rows of symbols, 
known gaming devices can change one or more non- 
wild symbols on the same reel as a randomly generated 



wildcard symbol. 

[0006] Wildcards or wild symbols are well known in 
base games as well as bonus games of gaming devices. 
For example, in video poker, a wildcard can stand in the 

5 place of any other numbered or face card. A wildcard 
can turn two sevens Into three of a kind. A wildcard can 
also produce a "straighf in a hand otherwise having four 
of the set including an ace, king, queen, jack and a ten. 
[0007] PCT application No. PCT/AU97/00121 enti- 

10 tied, Slot Machine Game with Roaming Wild Card, hav- 
ing a publication date of September 4, 1997, discloses 
a bonus game example. In this application, a slot ma- 
chine having a video display contains a plurality of ro- 
tatable reels with game symbols. When the player re- 

15 ceives a triggering symbol or combination, the game 
produces a bonus or wild symbol. The bonus or wild 
symbol moves from game symbol to game symbol tem- 
porarily changing the game symbol to a wild symbol. If 
the change results in a winning combination, the player 

20 receives an award. 

[0008] In known non-bonus gaming systems, i.e., in 
the base game having a plurality of reels, the games 
evaluate the effect of a wild symbol one time. Thus, if a 
wildcard creates a new winning combination on a pay- 

25 line of a known slot machine, wherein the payline al- 
ready contains a winning combination separate and 
apart from the new winning combination via the wild- 
card, the known slot machine will pay the separate win- 
ning combination once and the new combination once 

30 via the wild symbol. Known games thus spins the reels, 
pay out the combinations, change non-wild symbols to 
wild symbols and pay out the combinations which in- 
clude the changed symbols. They do not pertomri a total 
re-evaluation and pay all combinations again. 

35 [0009] In general, gaming machines count winning 
combinations once. That is, when one or more symbols 
change and potentially create one or more new winning 
combinations, known games will credit the player for 
winning combinations prior to the change and then the 

40 new winning combinations, but will not repay non- 
changing combinations on a second evaluation. Gam- 
ing device manufacturers constantly strive to develop 
new games and new and exciting ways to award play- 
ers. 

45 

SUMMARY OF THE INVENTION 

[0010] The present invention provides a method for 
evaluating a player's award in a game, wherein one 

50 symbol of the gaming device changes into another. Spe- 
cifically, the present invention provides a new method 
of evaluating winning combinations of symbols when 
one or more of the symbols changes and a winning com- 
bination exists before the change and a new winning 

S5 combination exists after the change. The present Inven- 
tion applies to a gaming device having one or more 
reels, wherein each reel has a plurality of symbols. The 
present invention also applies to a bonus round of a 
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gaming device, wherein the bonus round displays a plu- 
rality of changeable symbols. The present Invention fur- 
ther applies to any video card game wherein one card 
having a symbol or number replaces another of such 
cards. 5 
[0011] The present Invention preferably employs a 
video monitor, wherein the symbols are simulated and 
changing the symbols includes replacing one simulated 
symbol with another preferably through an entertaining 
and exciting method. Alternatively, the present invention io 
can employ a mechanical symbol display having a 
mechanism to change the symbols or a method to indi- 
cate that a symbol has changed. 
[0012] In one preferred embodiment, the present In- 
vention provides a method for evaluating a player's is 
award In a game wherein one wild symbol turns other 
symbols wild. The method of the present invention in- 
volves a two step award evaluation. In one step, the 
game provides all awards for predetenmined symbols 
and combinations thereof, including winning combina- 20 
tions produced by a wild symbol. If the player receives 
a winning combination coupled with the wild symbol, the 
first step pays for both the winning combination and the 
winning combination coupled with the wild symbol. The 
wild symbol can function alternatively, such as standing 25 
in the place of certain symbols but not in place of each 
symbol of the gaming device. 
[0013] In a second step, the game awards all awards 
for predetermined symbols and combinations thereof 
produced after the wild symbol has changed one or 30 
more non-wild symbols to a wild symbol. This step in- 
cludes awarding the player for combinations previously 
awarded in the first step, which may or may not have 
been the result of the wild symbol. The preferred em- 
bodiment applies to symbol generating gaming devices, 35 
such as slot machines, as well as video card gaming 
machines that generate playing cards having number or 
face card symbols. 

[0014] In another embodiment, the presisnt invention 
provides a method for evaluating a player's award In a 40 
game wherein one symbol substitutes for or replaces 
another symbol. The method again Involves a two step 
award evaluation. In one step, the game provides all 
awards for predetermined symbols and combinations 
thereof, before the substitution or replacement. In a sec- 
ond step, the game provides all awards for predeter- 
mined symbols and combinations thereof produced af- 
ter the substitution or replacement. This step includes 
awarding the player for combinations previously award- 
ed in the first step, which remain after the substitution so 
or replacement. This embodiment also applies to slot 
machines as well as video card games. 
[0015] It Is therefore an object of the present invention 
to provide a gaming device wherein one symbol substi- 
tutes for or replaces another symbol, and wherein the 55 
game provides awards for ail winning symbols and win- 
ning combinations of symbols before said substitution 
or replacement and for all winning symbols and combl- 
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nations of winning symbols after said substitution or re- 
placement. 

[001 6] Other objects, features and advantages of the 
invention will be apparent from the following detailed 
disclosure, taken in conjunction with the accompanying 
sheets of drawings, wherein like numerals refer to like 
parts, elements, components, steps and processes. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0017] 

Fig. 1 A Is a perspective view of one embodiment of 
the gaming device of the present invention; 
Fig. 1 B Is a perspective view of another embodi- 
ment of the gaming device of the present Invention; 
Fig. 2 is a schematic block diagram of the electronic 
configuration of one embodiment of the gaming de- 
vice of the present invention; 
Figs. 3A through 30 are schematic views of three 
screens of a display device illustrating the prior or 
known effect of a wild symbol; 
Fig. 4 is a front elevational view of a display device 
having a sample paytable, which includes a plurality 
of winning symbol combinations for a slot machine 
of the present invention; 

Figs. 5A and 5B are front elevational views of a dis- 
play device including the preferred method of the 
present Invention In a slot machine embodiment, 
wherein a preferably randomly generated wild sym- 
bol replaces every other non-wild symbol on a reel 
associated with the wild symbol; 
Figs. 6A and 6B are front elevational views of a dis- 
play device including the preferred method of the 
present invention in a slot machine embodiment, 
wherein a preferably randomly generated wild sym- 
bol replaces one or more, but not all, non-wild sym- 
bols on a row associated with the wild symbol; 
Figs. 7A and 7B are front elevational views of a dis- 
play device including the preferred method of the 
present Invention In a slot machine embodiment, 
wherein a preferably randomly generated wild sym- 
bol replaces all the non-wild symbols on a row as- 
sociated with the wild symbol; 
Figs. 8A and 8B are front elevational views of a dis- 
play device including the preferred method of the 
present Invention in a slot machine embodiment, 
wherein a preferably randomly generated wild sym- 
bol replaces one or more, but not all, non-wild dis- 
played symbols on a reel associated with the wild 
symbol; 

Figs. 9A and 9B are front elevational views of a dis- 
play device including the preferred method of the 
present Invention in a slot machine embodiment, 
wherein a preferably randomly generated wild sym- 
bol replaces one or more, but not all, non-wild dis- 
played symbols on a row and reel associated with 
the wild symbol; 
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Figs. 10A and 10B are front elevatlonal views of a 
display device including the preferred method of the 
present invention in a slot machine embodiment, 
wherein a preferably randomly generated wild sym- 
bol replaces all the non-wild symbols on a row and 
a reel associated with the wild symbol; 
Figs. 11 A and 1 1B are front elevatlonal views of a 
display device including the preferred method of the 
present invention in a slot machine embodiment, 
wherein a preferably randomly generated wild sym- 
bol replaces all displayed non-wild symbols of a par- 
ticular kind; 

Fig. 12 is a front elevatlonal view of a display device 
having a sample paytable, which includes a plurality 
of winning playing card combinations for a poker 
game embodiment of the present invention; 
Fig. 1 3 is a front elevatlonal view of a display device 
including the preferred method of the present inven- 
tion in a poker game or card game embodiment; 
Figs. 14A and 148 are front elevatlonal views of a 
display device including the alternative method of 
the present invention in a slot machine embodi- 
ment, wherein the game replaces one or more sym- 
bols with one or more different symbols; and 
Figs. 15A and 158 are front elevatlonal views of a 
display device including the alternative method of 
the present Invention In a poker or card game em- 
bodiment, wherein the game replaces one or more 
symbols with one or more different symbols. 

DETAILED DESCRIPTION OF THE INVENTION 

Gaming Device and Electronics 

[0018] Referring now to the drawings, two embodi- 
ments of the gaming device of the present invention are 
illustrated In Figs. 1 A and IB as gaming device 10a and 
gaming device 10b, respectively. Gaming device 10a 
and/or gaming device 10b are generally referred to 
herein as gaming device 10. Gaming device 10 is pref- 
erably a slot machine having the controls, displays and 
features of a conventional slot machine, it is constructed 
so that a player can operate It while standing or sitting, 
and gaming device 10 is preferably mounted on a con- 
sole. However, It should be appreciated that gaming de- 
vice 10 can be constructed as a pub-style table-top 
game (not shown) which a player can operate preferably 
while sitting. Furthermore, gaming device 10 can be 
constructed with varying cabinet and display designs, 
as illustrated by the designs shown in Figs. 1 A and 18. 
Gaming device 10 can also be implemented as a pro- 
gram code stored in a detachable cartridge for operating 
a hand-held video game device. Also, gaming device 1 0 
can be implemented as a program code stored on a disk 
or other memory device which a player can use in a 
desktop or laptop personal computer or other compu- 
terized platform. 

[0019] Gaming device 1 0 can incorporate any primary 



6 

game such as slot, poker or keno, any of their bonus 
triggering events and any of their bonus round games. 
The symbols and indicia used on and in gaming device 
10 may be in mechanical, electrical or video fomi. 

5 [0020] As illustrated in Figs. 1A and IB, gaming de- 
vice 1 0 includes a coin slot 1 2 and bill acceptor 1 4 where 
the player Inserts money, coins or tokens. The player 
can place coins in the coin slot 12 or paper money or a 
ticket voucher in the bill acceptor 14. Other devices 

10 could be used for accepting payment such as readers 
orvalidators for credit cards or debit cards. When aplay- 
er inserts money In gaming device 1 0, a number of cred- 
its corresponding to the amount deposited Is shown In 
a credit display 16. After depositing the appropriate 

15 amount of money, a player can begin the game by pull- 
ing arm 1 8 or pushing play button 20. Play button 20 can 
be any play activator used by the player, which starts 
any game or sequence of events in the gaming device. 
[0021] As shown in Figs. 1A and IB, gaming device 

20 10 also includes a bet display 22 and a bet one button 
24. The player places a bet by pushing the bet one but- 
ton 24. The player can increase the bet by one credit 
each time the player pushes the bet one button 24, 
When the player pushes the bet one button 24, the 

25 number of credits shown in the credit display 16 de- 
creases by one, and the number of credits shown in the 
bet display 22 Increases by one. 
[0022] At any time during the game, a player may 
"cash out" and thereby receive a number of coins cor- 

30 responding to the number of remain ing credits by push- 
ing a cash out button 26. When the player "cashes out," 
the player receives the coins in a coin payout tray 28. 
The gaming device 10 may employ other payout mech^ 
anisms such as credit vouchers redeemable by a cash- 
es ier or electronically recordable cards, which keep track 
of the player's credits. 

[0023] Gaming device 10 also includes one or more 

display devices. The embodiment shown in Fig. 1 A in- 
cludes a central display device 30, and the alternative 

^0 embodiment shown in Fig. 1 8 includes a central display 
device 30 as well as an upper display device 32. Gaming 
device 1 0 preferably displays a plurality of reels 34, pref- 
erably three to five reels 34 in mechanical or video form 
atone or more of the display devices. However, it should 

45 be appreciated that the display devices can display any 
visual representation or exhibition, including but not lim- 
ited to movement of physical objects such as mechani- 
cal reels and wheels, dynamic lighting and video imag- 
es. A display device can be any viewing surface such 

50 as glass, a video monitor or screen, a liquid crystal dis- 
play or any other static or dynamic display mechanism. 
If the reels 34 are in video form, the display device for 
the video reels 34 is preferably a video monitor. 
[0024] Each reel 34 displays a plurality of Indicia such 

55 as bells, hearts, fruits, numbers, letters, bars or other 
images which preferably correspond to a theme associ- 
ated with the gaming device 10. Furthermore, gaming 
device 1 0 preferably includes speakers 36 for making 
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sounds or playing music. 

[0025] As illustrated in Fig. 2, the general electronic 
configuration of gaming device 1 0 preferably includes: 
a processor 38; a memory device 40 for storing program 
code or other data; a central display device 30; an upper 
display device 32; a sound card 42; a plurality of speak- 
ers 36; and one or more Input devices 44. The processor 
38 is preferably a microprocessor or microcontroller- 
based platfomn which is capable of displaying images, 
symbols and other Indicia such as images of people, 
characters, places, things and faces of cards. The mem- 
ory device 40 can Include random access memory 
(RAM) 46 for storing event data or other data generated 
or used during a particular game. The memory device 
40 can also include read only memory (ROM) 48 for stor- 
ing program code which controls the gaming device 10 
so that it plays a particular game in accordance with ap- 
plicable game rules and pay tables. 
[0026] As illustrated in Fig. 2, the player preferably us- 
es the input devices 44, such as pull arm 1 8, play button 
20, the bet one button 24 and the cash out button 26 to 
input signals into gaming device 1 0. In certain instances 
it is preferable to use a touch screen 50 and an associ- 
ated touch screen controller 52 instead of a convention- 
al video monitor display device. Touch screen 50 and 
touch screen controller 52 are connected to a video con- 
troller 54 and processor 38. A player can make deci- 
sions and Input signals into the gaming device 10 by 
touching touch screen 50 at the appropriate places. As 
further illustrated In Fig. 2, the processor 38 can be con- 
nected to coin slot 12 or bill acceptor 14. The processor 
38 can be programmed to require a player to deposit a 
certain amount of money in order to start the game. 
[0027] It should be appreciated that although a proc- 
essor 38 and memory device 40 are preferable imple- 
mentations of the present invention, the present inven- 
tion can also be implemented using one or more appli- 
cation-specific integrated circuits (ASIC's) or other hard- 
wired devices, or using mechanical devices (collectively 
referred to herein as a "processor"). Furthennore, al- 
though the processor 38 and memory device 40 prefer- 
ably reside on each gaming device 1 0 unit, it is possible 
to provide some or all of their functions at a central lo- 
cation such as a network server for communication to a 
playing station such as over a local area network (L7\N), 
wide area network (WAN), Internet connection, micro- 
wave link, and the like. The processor 38 and memory 
device 40 Is generally referred to herein as the "compu- 
ter" or the "controller." 

[0028] With reference to Figs. 1 A, 1 B and 2, to oper- 
ate the gaming device 10 in one embodiment the player 
must insert the appropriate amount of money or tokens 
at coin slot 12 or bill acceptor 14 and then pull the amn 
18 or push the play button 20. The reels 34 will then 
begin to spin. Eventually, the reels 34 will come to a stop. 
As long as the player has credits remaining, the player 
can spin the reels 34 again. Depending upon where the 
reels 34 stop, the player may or may not win additional 



credits. 

[0029] In addition to winning credits In this manner, 
preferably gaming device 10 also gives players the op- 
portunity to win credits in a bonus round. This type of 
5 gaming device 1 0 will include a program which will au- 
tomatically begin a bonus round when the player has 
achieved a qualifying condition in the game. This qual- 
ifying condition can be a particular arrangement of Indi- 
cia on a display device. The gaming device 10 prefera- 
10 biy uses a video-based central display device 30 to en- 
able the player to play the bonus round. Preferably, the 
qualifying condition Is a predetemnlned combination of 
Indicia appearing on a plurality of reels 34. As Illustrated 
In the five reel slot game shown In Figs. 1 A and 1 B, the 
15 qualifying condition could be the number seven appear- 
ing on three adjacent reels 34 along a payiine 56. It 
should be appreciated that the present invention can in- 
clude one or more payllnes. such as payiine 56, wherein 
the payllnes can be horizontal, diagonal or any combi- 
ne nation thereof. 

Preferred Method - Slot Machine Embodiment 

[0030] Referring now to Fig. 4, a well known paytable 

25 1 00 having a plurality of winning symbol combinations 
that will aid In the description of the present invention is 
illustrated. All gaming devices, including slot, poker and 
other card machines includesomefonn of winning sym- 
bol list or paytable that Informs the player of symbols or 

30 symbol combinations that produce an award for the 
player. On gaming device 10b, for example, the upper 
display device 32 can contain the paytable. Paytable 
1 00 Includes: a winning combination 1 02 of two cherries 
that yields five credits to the player; a winning comblna- 

35 tlon 104oftwo hearts thatyields ten credits to the player; 
a winning combination 1 06 of three cherries that yields 
fifty credits to the player; and a winning combination 1 08 
of two hearts and a cherry that yields one hundred cred- 
its to the player. 

40 [0031] Referring now to Figs. 5A and 5B, one pre- 
ferred method of the present Invention Is disclosed In a 
slot machine embodiment. Figs. 5A and 5B both Include 
the central display device 30, three reels 34a, 34b and 
34c and three payllnes 56a, 56b and 56c. Figs. 5A and 

45 6B illustrate a plurality of randomly generated symbols, 
some of which, namely the heart and the cherry, are lo- 
cated on the paytable 100 of Fig. 4. The paytable 100 
of Fig. 4 Is to be used in conjunction with the description 
of Figs. 5A and 5B. 

50 [0032] Fig. 5A also Includes a preferably randomly 
generated wild symbol 110 shown as a "W" on reel 34b 
and payiine 56a. Fig. 6B Illustrates that the game of the 
present example maintains a feature whereby the ran- 
domly appearing wild symbol 1 1 0 on the central display 

55 device 30, as Indicated by Fig. 5A, In turn replaces or 
substitutes for every display symbol on the wild symbol's 
associated reel, 34b, Into a wild symbol, as indicated by 
Fig. 5B. The preferred method of the present Invention 
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evaluates the player's winnings, according to a prede- 
termined paytable, in two steps. 
[0033] In a first step, one preferred method of the 
present Invention evaluates or finds all winning symbols 
and symbol combinations before the wild symbol replac- 
es or substitutes for any other symbols. The wild symboi 
110 on reel 34b and payline 56a of Fig. 5A preferably 
has the effect described above in Figs. 3A and 3B, The 
wild symbol stands in the place pf a cherry symbol and/ 
or a heart symbol. Along payline 56a, then, the player 
wins fifty credits for the three cherries appearing on the 
reels 34a, 34b and 34c. Paylines 56b and 56c produce 
no winning combinations. 

[0034] The first step of the method of the present in- 
vention provides fifty overail credits to the player. It 
should be appreciated that the first step can alternatively 
not give the wild symbol the effect described in Figs. 3A 
and 3B, namely to stand in the place of all non-wild sym- 
bols, and still award credits for any award generating 
non-wild symbol or combinations. It should also be ap- 
preciated that the implementor of the present invention 
can design one or more reels or othen/vise design a 
game wherein the player is guaranteed or predeter- 
mined to obtain one or more wild symbols. For instance, 
in Figs. 5A and 5B, the implementor can place a wild 
symbol 1 1 0 on every thind position of a reel, so that the 
player is guaranteed to receive one wild symbol 1 1 0 on 
that reel. It should further be appreciated that the 
present Invention contemplates any award including but 
not limited to credits, multipliers, a number of pici<s from 
an award set or any combination thereof. 
[0035] In a second step, one preferred method of the 
present invention evaluates or finds all winning symbols 
and symbol combinations after the wild symbol 110 re- 
places the other symbols. The wild symbol "W" on reel 
34b and paylines 56a, 56b and 56c of Fig. 58 have the 
effect described above in Figs. 3A and 3B'. Along payline 
56a, as before, the player wins fifty credits for the three 
cherries appearing on the reels 34a, 34b and 34c, Along 
payline 56b, the player now wins 1 00 credits for the two 
hearts and a cherry appearing on the reels 34a, 34b and 
34c. Along payiine 56c, the player now wins ten credits 
for a heart-heart combination appearing on reels 34a 
and 34b. 

[0036] The second step of the method of the present 
invention provides 1 60 overaii credits to the player. Both 
steps provide 210 credits to the player. It should be ap- 
preciated that any award produced in the first step is 
included or counted again in the second step along with 
any new winning symboi or symbol combinations pro- 
duced by the expanding wild symbol. In this example 
the awards produced along payline 56a are included or 
counted again in the second step. 
[0037] Figs. 5A and 5B disclose one prefen'ed method 
of the present invention in a slot machine embodiment, 
wherein a preferably randomly generated wild symbol 
110 replaces every other symbol on a reel associated 
with or containing the wild symboi 110. in a preferred 



embodiment of the preferred method of the present In- 
vention, the game places one or more wild symbols 1 1 0 
on the middle three of five reels. The present invention 
can place wild symbols 110 on any number and combi- 
5 nation of reels. The present invention also applies to a 
plurality of different situations, wherein the wild symbol 
can replace different associated non-wild symbols as 
discussed In detail below. 

[0038] Refemng now to Figs. 6A and 6B, one pre- 

10 ferred method of the present invention is illustrated in a 
slot machine embodiment, wherein a preferably ran- 
domly generated wild symbol 110 on a central display 
device 30 replaces one or more, but not all, non-wild 
symbols on a row associated with or containing the wild 

15 symbol 110. Figs. 6A and 6B Include five reels 34a 
through 34e and three paylines 56a through 56c. Fig. 
6B illustrates a wild symbol on reel 34c and payline 56a 
replacing a three-bar symbol on the same position in 
Fig. 6A. The present invention contemplates a symbol 

20 replacement to the left or right of the preferably random- 
ly generated wild symbol 1 1 0. The symbol replacement 
is preferably but does not have to be adjacent to the 
generated wild symbol 110. The embodiment of Figs. 
6A and 6B contemplates any number, less than all, of 

25 symbol replacements on an associated row. 

[0039] Refen-lng to Figs. 7A and 7B, one preferred 
method of the present invention is illustrated in a slot 
machine embodiment, wherein a preferably randomly 
generated wild symbol 110 on a central display device 

30 30 replaces all the non-wild symbols on a row associat- 
ed with or containing the wild symbol 110. Figs. 7A and 
7B include five reels 34a through 34e and three paylines 
56a through 56c. Fig. 7B illustrates wild symbols on 
reels 34a, 34c, 34d and 34e and payline 56a replacing 

35 the respective symbols having the same positions In Fig. 
7A. 

[0040] Referring to Figs. 8A and 8B, one prefen^ed 
method of the present invention is illustrated in a slot 
machine embodiment, wherein a preferably randomly 
40 generated wild symboi 110 on a central display device 
30 replaces one or more, but not all, non-wild displayed 
symbols on a reel associated with or containing the wild 
symbol 110. Figs. 8A and SB Include five reels, 34a 
through 34e, and three paylines, 56a through 56c. Fig. 
45 8B illustrates a wild symbol on reel 34b and payline 56c 
replacing a one-bar symboi on the same position in Fig. 
8A. The present invention contemplates a symbol re- 
placement on the top or bottom of the preferably ran- 
domly generated wild symbol 110. The symbol replace- 
50 ment is preferably, but does not have to be adjacent to 
the generated wild symbol 110. The embodiment of 
Figs. 8A and 8B contemplates any number, less than 
all, of displayed symbol replacements on an associated 
reel. It should be appreciated that the earlier embodi- 
es ment of Figs. 5A and 5B illustrated and contemplated 
replacing all non-wlid displayed symbols on an associ- 
ated reel. 

[0041] Referring to Figs. 9A and 9B. one prefen^ed 
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method of the present Invention is illustrated In a slot 
machine embodiment, wherein a preferably randomly 
generated wild symbol 110 on a central display device 
30 replaces one or more, but not all, non-wild displayed 
symbols on a row and reel associated with or containing 
the wild symbol 110. Figs. 9A and 9B include five reels 
34a through 34e and three paylines 56a through 56c. 
Fig. 9B illustrates a wild symbol on reel 34b and payline 
56c replacing a one-bar symbol on the same position in 
Fig. 9A. Fig. 9B also illustrates a wild symbol on reel 34c 
and payline 56a replacing a three-bar symbol on the 
same position in Fig. 8A. The present invention contem- 
plates a symbol replacement on the top, bottom, left or 
right of the preferably randomly generated wild symbol 
110. The symbol replacement is preferably but does not 
have to be adjacent to the generated wild symbol 110. 
The embodiment of Figs. 9A and 98 contemplates any 
number, less than all, of displayed symbol replacements 
on an associated row and reel. 
[0042] Referring to Figs, 10A and 10B, the preferred 
method of the present invention is Illustrated in a slot 
machine embodiment, wherein a preferably randomly 
generated wild symbol 110 on a central display device 
30 replaces all the non-wild symbols on a row and a reel 
associated with or containing the wild symbol 110. Figs. 
10A and 108 include five reels 34a through 34e and 
three paylines 56a through 56c, Fig, 1 0B Illustrates wild 
symbols on reels 34a, 34c, 34d and 34e and payline 56a 
replacing the respective symbols having the same po- 
sitions in Fig. 1 0A. Fig. 1 0B also illustrates wild symbols 
on paylines 56b and 56c and reel 34b replacing the re- 
spective symbols having the same positions in Fig. 1 0A. 
[0043] Referring to the embodiments of Figs. 7A and 
7B and 10A and 108, the game replaced all' non-wild 
symbols of a payline, namely payline 56a, when the 
game replaced all the non-wild symbols of the row as- 
sociated with payline 56a. It should first be appreciated 
that the present invention contemplates replacing every 
non-wild symbol of a row of symbols without replacing 
every non-wild symbol of a payline at the same time. 
The present Invention also contemplates replacing eve- 
ry non-wild symbol on a payline even if the payline Is 
completely diagonal or has a diagonal component, 
[0044] Referring to Figs. 11 A and 11 B, the preferred 
method of the present invention is illustrated in a slot 
machine embodiment, wherein a preferably randomly 
generated wild symbol 110 on a central display device 
30 replaces all displayed non-wild symbols of a partic- 
ular kind. In this example, the generated wild symbol 1 1 0 
replaces all generated "7" symbols. Figs. 11 A and 11 B 
include three reels 34a through 34c and three paylines 
56a through 56c. Fig. 11 B illustrates wild symbols on the 
position of reel 34a and payline 56c and on the position 
of reel 34b and payline 56b replacing the "7" symbols 
having the same positions In Fig. 11 A. It should be ap- 
preciated that the game can replace more than one sym- 
bol, such as the seven and the heart In Fig. 11 A. 
[0045] Figs. 1 1 A and 1 1 B illustrate that the present in- 



vention can replace non-wild symbols occurring on reels 
and in rows not associated or not including the gener- 
ated wild symbol 110. it should be appreciated that the 
present invention contemplates the game replacing or 
5 substituting one ormore symbols of a reel, row, diagonal 
line of symbols or any combination thereof unassociated 
with or not containing the generated wild symbol 110. 

Preferred l\1ethod - Poker Game Embodiment 

10 

[0046] Referring now to Fig. 12,aweliknownpaytable 
112 having a plurality of winning playing card symbol 
combinations that will aid In the description of the card 
game embodiment is illustrated. The card game embod- 
15 iment is illustrated as a well known five card draw poker 
game, wherein the player receives points or credits for 
achieving predetermined combinations of playing card 
values or symbols. 

[0047] As before, the paytable 112 can appear on the 

20 upper display device 32. Paytable 112 includes: a win- 
ning combination 114 of two of a kind (of any playing 
card values or symbols) that yields five credits to the 
player; a winning combination 1 1 6 of three of a kind that 
yields fifteen credits to the player; a winning combination 

25 118 of a full house (two of a kind plus three of a kind) 
that yields fifty credits to the player; and a winning com- 
bination 120 of four of a kind that yields 100 credits to 
the player. Although not shown, paytable 112 can also 
provide an award for obtaining any single playing card, 

30 such as an ace. 

[0048] Referring now to Fig. 1 3, the preferred method 
of the present invention Is disclosed in a poker game 
embodiment. Fig. 13 can include the central display de- 
vice 30 orthe upper display device 32. Fig. 13illustrates 

35 a plurality of randomly generated playing cards or a 
hand 122, which can form a winning combination ac- 
cording to the paytable 112 of Fig. 12. In Fig. 13, the 
game randomly generated the hand 122 that includes 
the eight of diamonds, the two of spades, the two of 

40 hearts, the ace of clubs and the ace of diamonds. 
[0049] Fig. 13 also includes a preferably randomly 
generated wildcard, which is one of the playing cards. 
The game can assign one or more of the cards to be a 
wildcard at any point of the game. In this example the 

45 game has preferably randomly detemnined but altema- 
tively predetermined that all aces are wildcards, as in- 
dicated by the message 124. The game can give any 
suitable desirable effect to a wildcard, however, the 
game preferably gives the known poker effect to a wild- 

50 card. That is, the game enables the wildcard to adopt or 
equate to any desired playing card value or symbol. The 
game can automatically and optimally detemnine which 
value or symbol with which to equate a wildcard. The 
preferred method of the present invention evaluates the 

55 player's winnings, according to the paytable 112, In two 
steps. 

[0050] In a first step, the preferred method of the 
present invention evaluates or finds all winning playing 
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card and playing card combinations before the game ac- 
tivates or equates the wildcard to a particular playing 
card. According to the paychart 112 of Fig. 12 and the 
hand 122, the player wins five credits for a two of a kind 
winning combination 114 for the two twos and five cred- 
its for a two of a kind winning combination 114 for the 
two aces. The first step of the method of the present 
invention provides ten credits to the player 
[0051] In a second step, the preferred method of the 
present invention equates the wildcard to one of the oth- 
er non-wild cards of the hand 122. Since the wildcard 
preferably equates to only one other card, the player or 
game must in the second step optimally decide which 
non-wildcard of the hand 122 with which to equate. 
Since aces are wild In the hand 122, the game or player 
can equate the two aces to the eight of diamonds and 
create a full house winning combination 118 Including 
three eight's over two two's. Alternatively, the game or 
player can equate the two aces to the two's (of spades 
and of hearts) and create a four of a kind winning com- 
bination 120. Since, according to the paytable 112 four 
of a kind 120 pays better than a full house 11 8. the game 
or player preferably equates the two aces to the two's. 
[0052] In the second step, the player obtains ICQ 
credits for the four of a kind winning combination 120. 
Overall, the player wins 110 credits in the poker game 
employing the preferred method of the present inven- 
tion. Fig. 13 discloses the preferred wildcard effect for 
the method of the present Invention In a poker machine 
embodiment, wherein the wildcard equates to one of the 
other non-wild cards of the hand 122. The present in- 
vention can alternatively equate the wildcard to each 
non-wildcard of the hand 122. In this embodiment the 
game provides a plurality of second step awards: (i) 1 00 
credits for four two's, and (11) 50 credits for the full house 
eight's over two's. 

[0053] The draw poker game preferably contain one 

or more card exchanges, wherein the game enables the 
playerto keep certain cards and discard others. That is, 
the player can for example keep a pair of kings and a 
wildcard and discard a four and a two. The game will 
issue two new replacement cards. The game can then 
enable another card exchange. The evaluation method 
applies to a draw poker game having a card exchange 
the same as described above. After the game enables 
the player to exchange cards, the game employs the 
evaluation sequence by: (i) providing an award for win- 
ning card combinations present before activating or 
equating the wildcard; and (ii) providing an award for 
winning card combinations. present after activating or 
equating the wildcard. 

[0054] Most poker games do not, and likewise the 
poker game of the present invention preferably does not 
provide a separate award for a full house and its con- 
stituent three of a kind and two of a kind. Likewise, poker 
games generally do not pay for one, four of a kind and 
two, two of a kind combinations. That is, in the alterna- 
tive embodiment, the game equates the wildcard to 



each non-wildcard but preferably does so for one, the 
most profitable, winning combination. 

Alternative Method 

5 

[0055] Referring now to Figs. 14A and 14B, the 
present Invention contemplates an alternative embodi- 
ment, illustrated here in connection with a slot machine 
embodiment, wherein the game replaces one or more 

10 symbols with one or more different symbols. That is, the 
replacement is not a wild symbol. The alternative meth- 
od still applies a similar two step evaluation, wherein the 
game adds all awards from winning symbols or symbol 
combinations before the replacement to all awards from 

IS winning symbols or symbol combinations after the re- 
placement. 

[0056] The paytable 100 of Fig. 4 applies .to and is 
used to describe the alternative slot machine method of 
the present invention including a central display device 

20 30, three reels 34a, 34b and 34c and three paylines 56a, 
56b and 56c. In this example of the present invention 
the heart symbol replaces a "7" symbol. In the first step 
of the evaluation, the player wins 50 credits for obtaining 
three cherry symbols along payline 56a. The game then 

25 replaces each "7" with a heart symbol, which results in 
the screen of Fig. 14B. 

[0057] In the second step evaluation, the player again 
wins 50 credits for obtaining three cherry symbols along 
payline 56a, 1 00 credits for the heart-heart-cherry com- 

30 bination on reels 34a, 34b and 34c of payline 56b and 
10 more credits for the heart-heart combination on reels 
34b and 34c and payline 56c. The total for the second 
step evaluation is 160 credits and the total for the alter- 
native slot machine embodiment round is 220. 

35 [0058] Referring now to Figs. ISA and 15B, the 
present invention contemplates the alternative embod- 
iment in connection with the poker game, wherein the 
game replaces one or more playing cards with one or 
more different playing cards. That is, the replacement is 

40 not a wildcard replacement wherein one card of a hand 
adopts or equates to another card of a hand, in Figs. 
15A and 15B, which are evaluated In conjunction with 
the paytable 112 of Fig. 12, one of the displays 30 or 32 
includes a hand 126 and a message 128 indicating that 

45 an ace of a suit is replaced by an eight of the same suit. 
[0059] Fig. 1 5A includes the initial hand 1 26 including 
an eight of diamonds, a two of spades, a two of hearts, 
an ace of clubs and an ace of diamonds. In the first eval- 
uation of the alternative embodiment, the player re- 

50 ceives five credits for the two of a kind two's and five 
credits for the two of a kind ace's, according to Fig. 1 2, 
for a total of 1 0 credits. In the second evaluation, the 
player receives 50 credits for a full house eighfs over 
two's, according to Fig. 1 2. The game contemplates en- 

55 abling two of the same card to exist In one hand at the 
same time, e.g., two eight of diamonds as Illustrated In 
Fig. 1 5B. The player again preferably does not win con- 
stituent combinations in the poker embodiment. The to- 
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tal win for the alternative method poker embodiment Is 

60 credits. 

[0080] It shouid be appreciated that in both the alter- 
native slot and poker embodiments, more than one sym- 
bol can replace more than one different symbol as de- 
sired by the Implementor. In the alternative slot embod- 
iment for example, a heart can replace a "7" and a cherry 
can replace a bar. In the alternative poker embodiment, 
the ace of a suit can be replaced by the eight of the same 
suit and the king of a suit can be replaced by the two of 
the same suit. 

[0061] While the present Invention Is described in 
connection with what is presently considered to be the 
most practical and preferred embodiments, it should be 
appreciated that thelnventlon is not limited to the dis- 
closed embodiments, and is intended to cover various 
modifications and equivalent arrangements included 
within the spirit and scope of the claims. Modifications 
and variations In the present invention may be made 
without departing from the novel aspects of the invention 
as defined in the claims, and this application is limited 
only by the scope of the claims. 



Claims 

1. A method for determining an award In a gaming de- 
. vice, said method comprising the steps of: 

(a) maintaining a list of award yielding symbols 
and symbol combinations in a controller; 

(b) generating a set of symbols; 

(c) providing an award for each symbol and 
symbol combination of said list appearing in 
said set; 

(d) replacing one or more symbols in said set; 
and 

(e) providing an award for each symbol and 
symbol combination of said list appearing in 
said set. 

2. The method of Claim 1 , wherein generating a set of 
symbols includes randomly generating said set. 

3. The method of Claim 1 , wherein generating a set of 
symbols includes an animation of the symbols used 
for the replacement of said symbols. 

4. The method of Claim 1 . wherein generating a set of 
symbols includes a second spinning of the symbols 
on a reel used for the replacement of said symbols. 

5. The method of Claim 1 , wherein generating a set of 
symbols includes generating a plurality of symbols 
on a payline of a slot machine. 

6. The method of Claim 1 , wherein generating a set of 
symbols includes generating a plurality of symbols 



on a plurality of paylines of a slot machine. 

7. The method of Claim 1 , wherein generating a set of 
symbols includes generating a set of symbols in a 

5 bonus round of a gaming device. 

8. The method of Claim 1 , wherein generating a set of 
symbols includes generating a plurality of playing 
cards and replacing one or more symbols includes 

10 replacing one or more of said playing cards. 

9. The method of Claim 1, wherein replacing one or 
more symbols In said set includes substituting a wild 
symbol for one or more of said symbols, and where- 

15 in said wild symbol stands in the place of one or 
more symbols on said list. 

10. The method of Claim 1, wherein replacing one or 
more symbols in said set Includes substituting a wild 

20 symbol for one or more of said symbols, and where- 
in said wild symbol stands In the place of every sym- 
bol on said list. 

11. The method of Claim 1, wherein replacing one or 

25 more symbols in said set includes substituting a wild 
symbol for at least one symbol on a reel of a slot 
machine, and wherein said wild symbol stands in 
the place of at least one symbol on said list. 

30 12. The method of Claim 1, wherein replacing one or 
more symbols in said set includes substituting a wild 
symbol for at least one symbol on a reel of a slot 
machine, wherein said slot machine generated said 
wild symbol on said reel as part of said set, and 

35 wherein said wild symbol stands in the place of at 
least one symbol on said list. 

13. The method of Claim 1, wherein replacing one or 
more symbols in said set includes substituting a wild 

40 symbol for every symbol on a reel of a slot machine, 
wherein said slot machine generated said wild sym- 
bol on said reel as part of said set, and wherein said 
wild symbol stands In the place of at least one sym- 
bol on said list. 

45 

14. The method of Claim 1, wherein replacing one or 
more symbols in said set includes substituting a wild 
symbol for every symbol on a reel of a slot machine, 
wherein said slot machine generated said wild sym- 

50 bol on said reel as part of said set, and wherein said 
wild symbol stands in the place of every symbol on 
said list. 

15. The method of Claim 1, wherein replacing one or 
55 more symbols in said set includes substituting a wild 

symbol for at least one symbol on a row of symbols 
of a slot machine, and wherein said wild symbol 
stands in the place of at least one symbol on said 



5/4/05, EAST Version: 2.0.1.4 



17 



EP1 197 932 A2 



18 



list. 



od comprising the steps of: 



16. The method of Claim 1, wherein replacing one or 
more symbols In said set includes substituting a wild 
symbol for at least one symbol on a row of symbols 
of a slot machine, wherein said slot machine gen- 
erated said wild symbol on said row as part of said 
set, and wherein said wild symbol stands in the 
place of at least one symbol on said list. 

1 7. A method for operating a gaming device, said meth- 
od comprising the steps of: 

(a) maintaining In a controller of said gaming 
device a list of symbols and symbol combina- 
tions that yield an award if generated by said 
gaming device; 

(b) generating a set of symbols, wherein one of 
said symbols is a wild symbol; 

(c) providing an award for each symbol and 
symbol combination of said list appearing in 
said set, wherein said wild symbol stands in the 
place of at least one symbol on said list; 

(d) substituting said wild symbol for one or more 
symbols in said set; and 

(e) providing an award tor each symbol and 
symbol combination of said list appearing In 
said set, wherein each wild symbol stands in 
the place of at least one symbol on said list. 

18. The method of Claim 1 7, wherein generating a set 
of symbols includes randomly generating said set. 



(a) maintaining in a controller of said gaming 
device a list of playing cards and playing card 

5 combinations that yield an award if generated 

by said gaming device; 

(b) generating a set of playing cards, wherein 
one of said playing cards is a wildcard; 

(c) providing an award for each playing card 
10 and playing card combination of said list ap- 
pearing in said set, including said wildcard and 
combinations Including said wildcard appear- 
ing on said list; 

(d) equating said wildcard to one or more play- 
15 ing cards In said set; and 

(e) providing an award for each playing card 
and playing card combination of said list ap- 
pearing in said set, wherein each wildcard 
stands in the place of one or more playing cards 

20 on said list. 

24. The method of Claim 23, wherein generating a set 
of playing cards includes randomly generating said 
set. 

25 



30 



19. The method of Claim 17, wherein substituting said, 
wild symbol for one or more symbols in said set in- 
cludes substituting a wild symbol for at least one 
symbol on a reel of a slot^machine, said reel includ- 
ing said generated wild symbol. 



35 



20. The method of Claim 1 7, wherein substituting said 
wild symbol for one or more symbols In said set in- 
cludes substituting a wild symbol for at least one 
symbol on a row of symbols of a slot machine, said 
row including said generated wild symbol. 

21. The method of Claim 17, wherein substituting said 
wild symbol for one or more symbols in said set in- 
cludes substituting a wild symbol for at least one 
symbol on a reel and at least one symbol on a row 
of symbols of a slot machine, said reel and said row 
including said generated wild symbol. 



40 



45 



so 



22. The method of Claim 1 7, wherein substituting said 
wild symbol for one or more symbols in said set In- 
cludes substituting a wild symbol for at least one 
other particular symbol of said gaming device. 



55 



23. A method for operating a gaming device, said meth- 
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